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equivalents and successor media, in which the software
implementations of the present disclosure are stored.

The term “desktop” refers to a metaphor used to portray
systems. A desktop is generally considered a “surface” that
typically includes pictures, called icons, widgets, folders, etc.
that can activate show applications, windows, cabinets, files,
folders, documents, and other graphical items. The icons are
generally selectable to initiate a task through user interface
interaction to allow a user to execute applications or conduct
other operations.

The term “screen,” “touch screen,” or “touchscreen” refers
to a physical structure that includes one or more hardware
components that provide the device with the ability to render
a user interface and/or receive user input. A screen can
encompass any combination of gesture capture region, a
touch sensitive display, and/or a configurable area. The device
can have one or more physical screens embedded in the hard-
ware. However a screen may also include an external periph-
eral device that may be attached and detached from the
device. In embodiments, multiple external devices may be
attached to the device. Thus, in embodiments, the screen can
enable the user to interact with the device by touching areas
on the screen and provides information to a user through a
display. The touch screen may sense user contact in a number
of different ways, such as by a change in an electrical param-
eter (e.g., resistance or capacitance), acoustic wave varia-
tions, infrared radiation proximity detection, light variation
detection, and the like. In a resistive touch screen, for
example, normally separated conductive and resistive metal-
lic layers in the screen pass an electrical current. When a user
touches the screen, the two layers make contact in the con-
tacted location, whereby a change in electrical field is noted
and the coordinates of the contacted location calculated. In a
capacitive touch screen, a capacitive layer stores electrical
charge, which is discharged to the user upon contact with the
touch screen, causing a decrease in the charge of the capaci-
tive layer. The decrease is measured, and the contacted loca-
tion coordinates determined. In a surface acoustic wave touch
screen, an acoustic wave is transmitted through the screen,
and the acoustic wave is disturbed by user contact. A receiv-
ing transducer detects the user contact instance and deter-
mines the contacted location coordinates.

The term “display” refers to a portion of one or more
screens used to display the output of a computer to a user. A
display may be a single-screen display or a multi-screen
display, referred to as a composite display. A composite dis-
play can encompass the touch sensitive display of one or more
screens. A single physical screen can include multiple dis-
plays that are managed as separate logical displays. Thus,
different content can be displayed on the separate displays
although part of the same physical screen.

The term “displayed image” refers to an image produced
on the display. A typical displayed image is a window or
desktop. The displayed image may occupy all or a portion of
the display.

The term “display orientation” refers to the way in which a
rectangular display is oriented by a user for viewing. The two
most common types of display orientation are portrait and
landscape. In landscape mode, the display is oriented such
that the width of the display is greater than the height of the
display (such as a 4:3 ratio, which is 4 units wide and 3 units
tall, or a 16:9 ratio, which is 16 units wide and 9 units tall).
Stated differently, the longer dimension of the display is
oriented substantially horizontal in landscape mode while the
shorter dimension of the display is oriented substantially
vertical. In the portrait mode, by contrast, the display is ori-
ented such that the width of the display is less than the height
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of'the display. Stated differently, the shorter dimension of the
display is oriented substantially horizontal in the portrait
mode while the longer dimension of the display is oriented
substantially vertical.

The term “composited display” refers to a logical structure
that defines a display that can encompass one or more screens.
A multi-screen display can be associated with a composite
display that encompasses all the screens. The composite dis-
play can have different display characteristics based on the
various orientations of the device.

The term “gesture” refers to a user action that expresses an
intended idea, action, meaning, result, and/or outcome. The
user action can include manipulating a device (e.g., opening
or closing a device, changing a device orientation, moving a
trackball or wheel, etc.), movement of a body part in relation
to the device, movement of an implement or tool in relation to
the device, audio inputs, etc. A gesture may be made on a
device (such as on the screen) or with the device to interact
with the device.

The term “module” as used herein refers to any known or
later developed hardware, software, firmware, artificial intel-
ligence, fuzzy logic, or combination of hardware and soft-
ware that is capable of performing the functionality associ-
ated with that element.

The term “gesture capture” refers to a sense or otherwise a
detection of an instance and/or type of user gesture. The
gesture capture can occur in one or more areas of the screen,
A gesture region can be on the display, where it may be
referred to as a touch sensitive display or off the display where
it may be referred to as a gesture capture area.

A “multi-screen application” refers to an application that is
capable of multiple modes. The multi-screen application
mode can include, but is not limited to, a single screen mode
(where the application is displayed on a single screen) or a
composite display mode (where the application is displayed
on two or more screens). A multi-screen application can have
different layouts optimized for the mode. Thus, the multi-
screen application can have different layouts for a single
screen or for a composite display that can encompass two or
more screens. The different layouts may have different
screen/display dimensions and/or configurations on which
the user interfaces of the multi-screen applications can be
rendered. The different layouts allow the application to opti-
mize the application’s user interface for the type of display,
e.g., single screen or multiple screens. In single screen mode,
the multi-screen application may present one window pane of
information. In a composite display mode, the multi-screen
application may present multiple window panes of informa-
tion or may provide a larger and a richer presentation because
there is more space for the display contents. The multi-screen
applications may be designed to adapt dynamically to
changes in the device and the mode depending on which
display (single or composite) the system assigns to the multi-
screen application. In alternative embodiments, the user can
use a gesture to request the application transition to a different
mode, and, if adisplay is available for the requested mode, the
device can allow the application to move to that display and
transition modes.

A “single-screen application” refers to an application that
is capable of single screen mode. Thus, the single-screen
application can produce only one window and may not be
capable of different modes or different display dimensions. A
single-screen application is incapable of the several modes
discussed with the multi-screen application.

The term “window” refers to a, typically rectangular, dis-
played image on at least part of a display that contains or



